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Additional
Rules

SHEEPSHEAD

Irregularities are handled as in the three-handed game
with this addition: The lone player, or partner, pays all
losses alone when making an error of any kind.

SHEEPSHEAD

(Variations)

Four-

handed

Auction

In this game, the 32-card deck is used. But only the 4
jacks are permanent trumps, ranking in this order: clubs
(high), spades, hearts and diamonds. No one suit is perma-
nent trump, and cards other than the jacks rank in this
order: ace (high), ten, king, queen, nine, eight, seven (low).
Players cut for partners, the two high cuts playing against
the two low cuts. Each is dealt a hand of 8 cards, 4 at a
time per round.
The objects of the game are to obtain the right to name
trump and then to win enough points in counting cards to
fulfill the bid.
Bidding begins with the player at dealer's left, and each
bids in turn or passes. Lowest bid is 65 and rises by 5.
Highest bid is 120. Each player gets only one turn to bid,
The highest bidder names trump for the deal. If all pass,
the holder of the jack of clubs must name the trump, and
his side plays to win at least 60 points in counting cards.
Counting cards are the same as in the three-handed game
(Sec. 8, page 605).
The player at dealer's left leads and the play is as in the
three-handed game (Sec. 7, page 605).
Players chip in equally to a pool beforehand. If bidder's
side wins at least enough points in counting cards as bid, it
takes the entire pool. If it wins 91 points or more, it collects
an additional amount from opponents equal to the pool. If
?
it takes all tricks, it collects an additional amount equal to
three times the pool.
If bidder's side fails, opponents collect on the same basis
as above,
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